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■ ■ 6BT TO CRIPS WITH THE LATEST 
ADRENALINE PUMPINC TITLE FROM 
ACCLAIM WITH TOTAL «4'S EXCLUSIVE 
CUIDE^ WE BRINC YOU THE FULL 
BREAKDOWN OF ALL THE TRACKS WITH 
THIER VARIATIONS/ VEHICLES AND 
WEAPONS^ NOW YOU CAN FULFILL 
ALL YOUR EXTREME NEEDS TOOl HI ■ 
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WHO DO I KILL} 


Weapons are your bread and butter 
in E?<trewe-G Z, getting used to each 
weapon and knowing the best time 
to use it is highly important. This 
rundown of all the weapons and their 
capabilities should prove helpful to 
all those speed demons out there. 


STANDARD LASERS 

These are your primary weapons and 
as such you will not have to pick 
them up, just press the A button to 
fire and hold it down to charge the 
lasers up for a powerful bolt. When 
all else fails, use these. 



REAR-FIRE ROCKETS 

When opponents are close 
on your tail, hit them with 
this set of rear-fire missiles. 
This is a very effective way 
of getting them off your 
back fast. 



Blue rockets that fire in 
some random direction 
ahead of you, best used 
when there is a pack of 
racers directly ahead as 
the accuracy is not good 




HOMINO MISSILES 


The amount of homing 
missiles varies from one 
to six depending on your 
weapon capabilities. Use 
these to home in on the 
opponents ahead of you. 
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MULTIPLE MISSILES 

These impressive missiles 
appear in various multiples 
as well. These ones are not 
homing, so it is best to use 
these when you are sure to 
hit your opponents. 



PHOSPHOS FLARE 

Released from behind, 
these flares create a 
bright flash of energy in 
the face of any trailing 
opponents, causing 
temporary blindness. 


fMOKE EXHAUST 

As the name suggests, 
this nifty weapon releases 
a cloud of thick smoke 
from behind you, blinding 
all opponents in its path. 



ION SIDE CANNONS 

Creates two beams of 
energy-draining power that 
sprout from the side of your 
craft. These are best used 
when overtaking or when 
you are being overtaken. 


PROXIMITY MINES 

Like a pod of deadly 
oranges, when used they 
will scatter in the area 
causing a hazard to all 
that follow in your path. 
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STATIC BURST _ 

Quite a rare weapon this 
one, sending out a wave of 
energy in front of your craft 
damaging all in its path. 




LEADER MISSILE 

When fired, this huge 
missile will make its way 
towards the leader of the 
race and do some serious 
damage. Don't worry if 
you are in the lead - It 
won't get you! 



LASER M IKE _ 

This nifty little mine will 
sit on the track and fire a 
continuous round of laser 
beams at all opponents 
that pass. If someone hits 
it directly it will explode, 
causing great damage. 



Creates a forcefield of 
energy on the track behind 
you. When an opponent 
passes through it they will 
suffer a loss of control, 
often turning them around 
to face the wrong way. 



REAR MAXkBOLT 

Attaches itself to the back 
of the bike and mirrors 
any forward shots you 
make. Try using the 
charged laser for an 
increased defensive tactic. 
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RAIL DUN 

/ 

When activated, this 

if 

weapon will fire a huge 


round of lasers at the 


nearest opponent. They are 
homing, and if enough hits 
are maintained, the craft 


will blow up very quickly. 

_ d 


INVIflBILITy 

Allows you to become 
invisible for a short 
amount of time. This 
means you can pass 
through opponents 
unhindered. Bonus! 













Wasp (Bonus Bike) 



ON YER BIKE 

The bikes in Extrewe-G 2 all have their 
benefits. Use the following list to work 
out which one suits you best. Initially 
it can be a good idea to start with a 
slightly slower bike, as this will get 
you used to the handling. Once you 
acquire the three bonus bikes, you will 
probably never go back to the lesser 
ones. By winning the championships 
you will gain cheat codes - one of 
them allows you to take your rider out 
without a bike. Pretty cool, huh! 




Wenom (Bonus Bike) 


Handling: High 
Accelet^ttonir^i gh 
Weapons: High 
Shield: Med 
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Wraith 


To/Vifeed: Me#*’-'*: 
Handling;, Med 
Ac ceTerati^wrTo w 
Weapons: High 
Shield: Low 


r ■ _ 

jMooga 

^ ^^ 
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_ : _ 

Top Spfeed: Med " 
Handling: Med 

Ac cel«ratianf'1.b w 
Weapons: Low 

Shield: High 


r 

I Surge 



To^rt^eed: Lov^"-'- 


Handling: Med 


Acce1erati®nf“fH gh 


Weapons: Low 


Shield: Med 
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MCHT ON TRACK 

Note: Use those blue 
platforms to recharge 
your shields when you 
are running low on 
vital energy. 

A variation picture 
denotes the exact point 
where the course varies 
from the original. 


AOUANOR 

THE HAEBOUR 

As you round the second 
slight corner there is a 
ramp leading to the higher 
level. To get the right line, 
take the left corner early to 
make the ramp. 

Slight left with only the 
slightest need for a slide. 

As you near the top of 
the long red hill, bear 
right as you approach the 
top as the next bend is a 
long right-hander. This 
corner will need a couple 
of bursts of the slide 


button to get around it 
successfully. Oh yes. 

As you plummet down 
the hill, get on the right 
of the track because the 
following corner is a 
sharp right-hander. Use 
your slide to get around 
this one or face an eternity 
stuck to the barrier. 
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Variation A 


If you want to take the 
next ramp up, steer left 
when you near the top as 
the ramp is slightly off 
line with the road above. 

Use the banked sides of 
the next right-hander to 
get you on the right line 
for the next series of jumps 
through the harbour. 

When you get to the fork 
in the road you can take 


either way, but be sure 
to turn in as you near the 
top as it is only too easy 
to hit the kerb and end 
up facing the wrong way. 

A huge right-handed 
corner follows this. Use 
the slide a few times to 
round it safely. Now 
cruise all the way to the 
finishing line. 
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Variation B 


Variation A 
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A slight amount of slide 
will see you round the 
following left-hand 
corner. We hope. 

The following left-hand 
corner is very sharp, so get 
heavy on the slide button 
to round this blighter. 

Down at the end of .the 
tunnel there is a really 
tight left corner. Once 
again, use the slide 
liberally to get yourself 
around it in one piece. 

fBNSARA 

SKYLINE DROP 

Get on the right as you leave 
the starting line to see that 
you get around the first 


SUBMARINE BAY 

Head right to avoid the 
barrier where the ramp 
was and head left as soon 
as you enter this new 
section. OK? 

Just after the green 
lights, take a sharp right 
turn using your slide to 
round this hairpin corner. 

An easy left leads you 
back onto the original 
course. Great! 

Variation B 

CLIFFTOPS 


Just before what was the 
finishing straight, the 
road turns left. After 
asending the hill, use 
your slide to round the 
first tight right-hander. 


slight right hand corner. 
Don’t take the ramp up 
unless you need to get past 
or away from someone. By 
taking the underpass you’ll 
hit the first of the track- 
based boosts. Now stay in 
the middle all the way 
down this huge tunnel. 
This is probably the fastest 
part of any track. At the 
tunnel, a gentle turn will 
see you right. 

Use the banked sides on 
the next two corners, hit 


the boosts on leaving them. 

After the long straight, 
use the slide quickly to 
round this short but 
deceivingly sudden 
corner. If you want to get 
up the series of three 
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ramps, you must approach 
them in a straight line. It 
can sometimes be worth 
boosting up them just to 
make sure. 

Only use a slight touch 
of slide to round the next 
left-hander. Repeat for 
the next to take you to 
the finishing line. 


Variation A 

CRYBRIDOE PASS 



Just after the boosts the 
track veers right. After 
the ramp at the top of 
the hill, use the slide a 
couple of times to round 
this long left-hander. 

After the next ramp, the 
course turns right. Use the 
slide just after entering 


the corner as it suddenly 
tightens. You are now 
back on the original track. 

Variation B 

TUBEWAY 
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Just before the huge hill, 
the track now veers to the 
left side. Another steep 
hill leads down into a 
tube system. There are no 
real surprises here, so 
just keep it flat out until 
you appear on the main 
track once again. 

LUMANIA 

FOUNTAINS 

Take either route when 
you get to the fork, just 
watch out for the water 



in the middle - there are 
no barriers to stop you 
falling in! 

A long right and then a 
sharp left follow. Use 
your slide to round both 
corners. After the left¬ 
hander you will have two 
possible routes. They 
both lead through short 
tunnels and come out in 
the same area. 

An easy left follows with 
a sloped bank. The road 
will then fork. If you need 
a weapon, then take the 
outside route (left fork). If 
not, slide your way right 
around the inside (take 
the right fork). 

After the ramp there is 
a long straight. At the 
bottom is a long right¬ 


-i-frj Extreme-G2 





j 

i 




hander. Try to use the 
minimum of slide to get 
round. Don’t worry about 
taking it wide as the bank 
is sloped. 

A long left follows, so 
use slide as you enter 
under the building as 
the corner suddenly 
tightens up. 

A sweeping right with 
sloping banks follows - 
full speed around here. 

After exiting the old 
tunnel, the road heads 
uphill. As it begins to 
turn right, give it just a 
dab of slide to correct 
your line. Then as you 
approach the top, take 
a hard left to avoid the 
looming barriers. 





A long easy left-hander 
follows. Just after this 
there is a fork. 

Either take the tunnel 
or the road, they both 
lead to the finish line, 
although the road route 
can be quicker. 

Variation A 

PYRAMID 


There’s really nothing 
complicated about this 
alternative route; the 
road drops away as you 
enter the pyramid and 
it’s flat out all the way. 
Don’t be tempted to 
boost as you start 
heading up hill as you 
will often hit the roof 
as you exit the tunnel. 










Variation B 

LANDING BAY 
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Instead of heading on 
towards the fork, the 
road dramatically rides 
up and goes through a 
series of gravity-defying 
changes. The track is 
completely straight, so 
keep your head down all 
the way. You will rejoin 
just before the fork. 

TOX CITY 

VENTILATOR 

Power it all the way up 
the first long straight. A 
slight right follows this 
followed by another short 




right. This one may need 
a touch of slide. 

The road will then fork 
through two tunnels. Take 
whichever route is easier 
at the time. 

As you exit the tunnel, 
you will need to 
negotiate a small 
chicane to get up 
the following 


ramp. A sudden left will 
follow the straight (or 
upper platform) - ride the 
banks around it. 
When you 
enter the next 
tunnel, things 



After this is a very tight 
right-hander. Use the slide 
as you near the wall. 

The road will then fork - 
so make sure you have 
decided which way to go 
before you get there or you 
might end up in the toxic 
waste in the middle. 

A slight right leads into 
another fork. You can take 
either route. When you 
near the bottom of the hill, 
stay in line as you cross the 
box junction or you will hit 
one of the kerbs from the 
opposite route. 

Once you are up to the 
top, negotiate the small 
chicane to the finish line. 

Variation A 

PULSAR 


can get confusing. Just 
keep speeding through 
until you catch sight of 
the barrier that blocks off 
another route, turn very 
sharply to the left and 
then its straight all the 
way out. 


A gentle left follows the 
tunnel and leads to a jump. 


Instead of turning left in 
the tunnel, head straight 
on. The tunnel winds its 
way left and then comes 
to a fork. Take either 
route. A series of short 
bends lead the way out 
of the tunnel, it takes 
some practice to get this 
bit right. 

When you leave the 
tunnel, a long, narrow 
left-hander leads you 
back to the original track. 


Variation B 

APEX 



This includes the tunnel 
variation from before. 
Just before where the 
ramp was back on the 
original track, the road 
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veers left and then right. 
The right line into this 
corner does the trick. 

A huge straight then 
follows. At the end of the 
straight is a very long 
right-hander. Use your 
slide here to make it 
round. The track then 
heads to the left - try 
and stay in the middle 
as you e?<it this corner 
as the track suddenly 
narrows. 

An easy right follows 
this and you’re back on 
the track, Jack. 


TETHRA 


C-PLAINf 


From the start, you will 
enter a long tunnel. You 
can ride the tube all the 
way around, but really 
you should use the thick 
white line in the middle 
as a guide. Make sure 
that you are on it as 
you leave the tunnel. 

Ne?<t, use the banked 
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corner when you e?<it the 
tunnel. Just after the 
jump you will enter a 
tunnel. This is a gentle 
right-hander. 



After the next jump you 
will land on a floating 
platform with another 
jump at the end. You will 
find that if the ramp is 
raised high at the end, 


you may well hit the arch 
just after it. Beware! 



After the next jump, a 
slight right will lead you 
to the ramp up to the 
platform. Oooh! 

Use just a slight dab 
of slide as you round the 
last right-hander. 

Variation A 

FAULT 

Instead of heading into 
the tunnel, the track 


leads right through a 
short series of chicanes. 
After this is a left and 
then a right leading to 
another ramp. 

Instead of heading over 
the small jump, the road 
veers to the left. This 
then leads into another 
tunnel. There are two 
slight right-handers in 
the tunnel. As you leave 
here, you will be on the 
finishing straight. 

Variation B 

NOCTURHE 

Just after the long tunnel, 
the track heads through 
the right-hand bend onto 
a straight. 

Take care as you enter 
the very narrow tunnel. 
When you exit, you will 
need to use your slide to 
get around this tight left- 
hand corner. 

You will then be led 
into another tunnel. There 
is a tight right turn about 
halfway through. You can 














try using a headlamp 
here if you like. 

When you finally exit 
the tunnel, you will need 
to turn sharply right to 
make the corner. 

Instead of heading over 
the small jump, the road 
veers off to the left. This 
then leads into another 
tunnel. There are two 
slight right-handers in 
the tunnel. As you leave 
this place, you will be on 
the finishing straight. 

MEZAVIRf 

WIND FARM 

Use generous amounts of 
slide to round the first 
right corner. Even use the 
banked sides if necessary. 
The road then turns up. 

Use plenty of slide to 
get around the next left¬ 
hander after all the crazy 
hills. Repeat this with the 
next right-hander. 

As you approach the 
next right-hand corner. 


you can take a short cut 
to the right if you are 



quick enough. After the 
long straight there are 
a couple of slight twists 
here and there. Keep it in 
a straight line until you 
reach the next right¬ 
hander. Use plenty of 
slide on this one. Stay 
in the middle to make 


the narrow jump and stay 
over in the middle as you 
approach the finishing 
line. Cool! 


Variation A 

HARVEST 
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Just after the platform 
with the ramp, the road 
veers left and then to the 
right. Use the slightest 
amount of slide on the 
right-hander. 

A long right follows 
the straight. It turns 
twice, so use the slide 
on the second part to 
round it successfully. 

Make a quick left at the 
bottom and you’ll be back 
on the original course. 
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Variation B 

QlBAMf 



This variation initially 
follows the same route 
as before. 

The main difference is 
that when you get to the 
sudden left-hander with 
the road blocked ahead. 
Make your way through the 
short chicane and then 
turn hard twice for the 
following right-hander. 
Another set of small 
corners follow, with a 
couple of short but tight 
right-hand corners. Use the 
slide if necessary. Getting 
back onto the original 
track can be quite tricky 
due to the plants obscuring 
the track ahead. It is a very 


slight right that leads into 
a slight left. Practice will 
help with this one. 

CORDIION 

SULPHUR LAKES 



From the start there is a 
long straight. Over on the 
right after the bridge is 


a fork in the road. The 
right-hand route takes 
you up through a long 
left-hand bend and into 
a tunnel. The left-hand 
route takes you along the 
bottom and up to meet 
the road near the tunnel. 

Once in the tunnel, 
keep it straight all the 
way until you see the 
corner sweep left. If you 
get around quickly, you 
can head up the ramp 
to an upper platform. 

As the hill makes its 
way up, the road forks 
and the barriers are lost 
from the side of the track. 
Watch you don’t fall off! 

Follow the road round 
and use slide to get 
around the final left. 
Then comes another left¬ 
hander, where you might 
need to use some slide. 

The road will then fork 
again. Make sure you just 
stay in the middle and 
you’ll be okay. 

The road will then head 
into a tunnel on a long 
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right turn. Use just the 
right amount of slide to 
negotiate it . 

A gentle right will then 
lead you back towards 
the finish line. 


Variation A 

THE MIRE 


raf j>os 
. /3 ; 


c 




1 

r 


Instead of heading under 
the bridge, a ramp has 
now appeared. Once 
through the tunnel, the 
road forks. Take either 
route but make sure you 
turn hard left at the top, or 
you might end up off the 
road. The road then leads 
into a tunnel - it’s straight 
on all the way until you 
rejoin the track just before 
what was the first tunnel. 


Variation^B 

CRYSTAL FOREST 
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This follows the same 
variation as The Mines. 
When the road reaches 
the top of the fork, the 
road will head straight 
on rather than to the left. 
Again, you will come to 
a fork in the road, take 
either route, taking care 
not to fall off the edges. 
The track will then rejoin 
at the top. 

ANVIUE 

OUTLET 360 

Just ahead of the start the 
road forks. Take either 
route but make sure you 




( 


are in the middle of the 
track as you near the 
narrow passage up ahead. 
Don’t hit the white area on 
each side of these areas as 
they will turn your ship 
around. Not good. 

Head through the tunnel 
and there take either fork 
around the lava pool. After 
this there is an extremely 
long left-hand corner that 
leads into a tunnel. 
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watery-looking strip, so 
that when you exit you 
will be on the right plane. 
A slight right and then a 
series of small corners 
follow. Just after the 
ramp is a shortcut. It is 
very hard to actually 

make use of it, 
but it is still 
worth trying 
nevertheless. If 
you don’t make 
the shortcut, you 
will just have to 
negotiate a tight 
right-hander with 
the use of the 
slide move. 

From here 
on, just stay 


When you enter the next 
tunnel, you will see that 
the racing line rotates. 
Try to keep the bike in the 


in the middle and speed 
all the way down the 
straight to the finish line. 

Variation A 

HANCAR 



The tunnel now leads off 
to the right. When you 
reach the top of the hill, 
turn left and stay in the 
middle as the track 
narrows. The track will 
then head up and repeat 
the same corner, only 
this time it heads right. 
The slightest amount of 
slide is needed. It will 
then repeat again, only 
this time on the right 
again. As you head out of 
the tunnel, take a sharp 
right to avoid the barrier. 


Variation B 

BREAKERS 



The first diversion is the 
same as the Hangar. Just 
after you get back on the 
original track, the road 
will turn left. Head up 
the hill and hang a right 
at the top. Once out of 
the tunnel, continue 
turning right along the 
narrow road. The road 
will then take a left turn 
to rejoin with the track. 

CAHOUf 

MOUNTAIK PASS 

After the long straight as 
you approach the top of 
the hill, there is another 





shortcut that heads off to 
the right. Try to take this 
route every time - it will 
save you loads of seconds. 


Use your slide to round 
the right-hand corner at 
the top of the hill. Next, 
continue up the next set 
of hills and take a hard 
right around the corner 
at the top. As you near 
the end of the corner, get 
ready to turn left onto 
the next straight. Now 
just keep it straight all 
the way to the finish line, 

Variation A 

LOWER VILLAGE 


Instead of heading right 
when you enter the next 
tunnel, just head straight 
on through the village. A 
hard right leads you in, 
so use that slide. 

There is a slight left as 
you go over the brow of 


Turn a tight left at the top 
of the hill and as you enter 
the tunnel steer right. The 
corner is long, so keep 
using that slide. The tunnel 
then turns left in the same 
way. Now just keep going 
straight all the way until 
you exit the tunnel. 
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the hill, and then it turns 
right again sharply. There 
is then a long left-hander 
that needs quite a few 
dabs of the slide button to 
negotiate. Once through 
this, you are back on the 
original track again. 

Variation B 


CHASM CROSSINO 



Once again, you head 
through the village as 
before. When you exit the 
tunnel, the road will 
head to the right with the 
other route blocked off. 
Stay on the right as you 
head up the hill as the 
road turns right too. 
There is then a slight 
left leading to a repeat 
of the right. The road 


then comes out on the 
original track at the top. 

BfCHATON 

CLASS HICHWAY 

Hammer right down the 
straight until you get to 
the roundabout. Make 
your way around the 
roundabout and stay on 
the left of the track. 
When you see the ramp, 
make sure you get onto it 
or you will end up in the 
water. Once on the other 
side of the jump, make a 
very hard left turn. Make 
your way through the 
chicanes, turning sharply 
for the corners at the end. 
After the ramp jump is a 
tight left/ right chicane 
that needs a lot of slide 
to round. 

A tight left leads onto 
a road with arches above 
it. The following series of 
bends is all down to the 
right line. Find the line 
and stick to it. 


As you come out of this 
section, there is a hard 
right which needs plenty 
of slide. A short chicane 
follows this. 

A tight left then follows 
which leads into an easy 
right. After that the track 
leads you uphill and into 
a tunnel. 



As you exit the first part of 
the tunnel, the track turns 
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right. As you leave it, there 
is a tricky chicane with no 
edges. The best way to 
combat this is to approach 
from the right, steering 
left. A short right leads you 
into a glass tunnel. After 
that, a series of short left 
turns lead you to another 
roundabout. Head round it 
to find yourself back on 
the finishing straight. 


Variation A 

INPERHUf 



The variation occurs just 
as you exit the tunnel. 
Instead of turning left, 
head straight on. There is 
a series of gentle, yet 
dangerous bends with no 
barriers and some little 


jumps that lead you 
underneath the glass 
roadway above. You will 
then appear back on the 
original track. 


Variation B 

BURNOUT 
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This variation starts in 
the same place as the 
last one, only this one 
follows along the middle 
route. There are barriers 
on these corners, so use 
them if you need to. 
When you reach the end 
of this section, you will 
need to make a quick 
left in order to get on 
the track that heads to 
the roundabout. If you 
don’t make it... 


ionics 

FARRON 

FIRE HAZARD 

Use the barriers to get 
round the first left-hand 
corner. Watch out for 
the lack of barriers on 
this course! A gentle 
chicane followed by a 
long left needs just the 
slightest amount of slide. 

There are plenty of 
chicanes in this next 
bit, so keep waggling 
the stick to get round 
them all. After this bit 
there is a fork in the 
road. Watch out for the 
huge ditch that’s in the 
middle and make your 
way around the series 
of bends. 
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When you enter the 
tunnel, watch out for 
the slight turns to the 
right that lead all the 
way down. When you 
rise to the top of the 
hill, use the sloped 
banks on the following 
right-hander and don’t 
slow down at all. There 
is a diminutive ramp up 
ahead - you will have to 
be central to make it. 



A few gentle bends lead 
you into a fork in the road. 
When you get to the right- 
hand bend, use the walls 
to guide you round. The 
second bend will lead you 
back to the finish line. 

Variation A 


MUSHROOM 

CHICANE 
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This ’ere particular 
variation is almost 
unnoticeable as it just 
takes the other route 
around the mushrooms. 

Variation B 

CORKSCREW 

Instead of entering the 
tunnel, the tracks carries 


on in a straight line. It 
forks as you get to the 
top. The top route will 
take you on a giddy 
journey upside down, the 
other route will offer a 
narrow torchlit roadway 
with a huge jump at the 
end. Neither route is 
particularly difficult. 

This course also happens 
to includes the variation 
of Mushroom Chicane. 



HYDRA 

PRIME 

UNDERWATER BASE 

The first real corner 
comes after the first 
straight. As the road leads 
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uphill, turn right to round 
the short yet tight corner. 

A few more gentle bends 
follow that only require 
the minimum amount of 
slide. When you reach the 
first barrier, take a hard 
left. Repeat this when you 
get to the next barrier. 



A very slight left-hand 
corner follows this with 
no real need for the slide. 
When you get to the fork 
in the road, take either 
route. You will need to 
use the slide on these 
corners methinks. 

After the straight is a 
tight left-hander leading 
into a somewhat topsy¬ 
turvy straight. Stay in the 
middle all the way. You 


will then see a ramp to a 
higher platform. Take the 
route you want and power 
through to the finish line. 



Variation A 

VOLCANO 


O 
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Just after the fork comes a 
tight left-hander. You will 
need to act quickly to get 
round here in one piece. 

The main part of this 
variation is taken up with 



the following straight. As 
you approach the end you 
will need to take a very 
hard left, again using 
plenty of slide. 

Variation B 


THE ABYff 
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The barrier is down and 
the road heads straight on. 
A short left takes you into 
this new area. A long right 
and then a short left 
follows this. Use plenty of 
slide on the right-hander. 

A long straight will lead 
you into a short but sudden 
left. Just a dab of slide 
here. A short set of corners 
follows this with no real 
need for slide. A long 
straight leads you back 
onto the original track. 
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